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Th e official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo , Always 
look for this seal when buying 
video game systerns, 
accessories, games 
and related J( (NintHrubQ 

products. 

Wwndo ten iwt Ktnu m* u<t w u» af predutB 


THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS~ 
VIDEO GAME SYSTEM. 


Important Legal Information 

This Nintendo game is not designed for use with any copying device. Use of ary such device will invalidate 
your Nintendo product warranty. Copying of ary Nintendo game is illegal and is strictly prohibited by domestic 
and international intellectual property laws. "Back up" or "archival" copies are not authorized and are not 
necessary to protect your software. Violators will be prosecuted. hey-e 
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(Nintendo’) 

NINTENDO. NINTENDO DS AND TH£ OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO 
'£ 2006 NINTENDO. ALL RIGHTS RESERVED. THIS PRODUCT EMPLOYS "LITE SPEECH*-" 
SPEECH RECOGNITION ENGINE FROM MATSUSHITA ELECTRlC INDUSTRIAL CO- LTD. 
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m? Phoenix Wright, a semi-famous 
defense attorney. 

RAf cfients are always the most desperate 
W^tife desperate. Bui i believe in them . 
Twefieee in their innocence 100%! 

-The courtroom is a fierce battleground. 

The tables are turned time ami time 
again. But there is one thing t am sure of: 

1 We"truth always reveals itself in the end / 








PHOENIX WRIGHT 


A defense attorney who fights 
l ^ith on unflinching sense of justice. 
Every time he f s been in a pinch, 
t*e f $ managed to turn the tables 
®nd pud out ahead. 


MAYA FEY 


Through a strange series of 
coincidences, Maya ended up as 
Phoenix’s assistant. She is a spirit 
medium, now in training to take on 
the fuh responsibilities she wilt he 



FRANZtSKA VON KARMA 


Fra mi ska is the daughter of 
prosecuting gent us, Manfred i ton 
Karma. Born and raised in Germany, 
she began her prosecuting career 
at age 13, and is very proud 
of her perfect win record. 


a daughter of the Fey Branch family 
Pearl possesses great spiritual power 
Pearl is Maya's cousin and looks up 
to her as an older sister. 
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1. With the Nintendo DS* turned OFF, 
insert the PHOENIX WRIGHT": ACE 
ATTORNEY" - JUSTICE FOR ALL 
Game Card securely into the slot. 

2. Turn the system ON. 

3. When you see the DS Menu, touch 
PHOENIX WRIGHT: ACE ATTORNEY - 
JUSTICE FOR ALL to load the game. 

4. Begin play from the Title screen 
and Main Menu (turn to page 10). 



J If your Nintendo DS is set to Auto-load, you don't need 
to go through these steps. (See your Nintendo DS 
manual for information about Auto-load.) 


J In this manual, screenshots from the Top Screen are 
bordered in blue, and screenshots from the bottom 
Touch Screen are bordered in yellow. 
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TOUCH SCREEN 


Touch this panel 
to open the Court 

Record (see page 14). 


Touch this panel 
to scroll through 
dialog or text. 
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You con also piny rhi^ game hy using the controller buttons. 


IN THE COURTROOM 


+Control Fnd Highlight options. 

Move forward or back through 


testimonies during questioning. 

Y Button 

Toggle microphone Input. 

X Button 

Select evidence to present. 

A Billion 

Confirm. 

Move forward through dialog. 

ft Button 

Cancel. 

Move back one item. 

L Button 

Press witness during 
questioning. 

K Button 

Present evidence during 
questioning. 

Open or cycle through 
the Court Record. 

START 

Open the Save screen. 





tCantnd Pad 









^Control Pad 

Highlight options. 

Y Button 

Toggle microphone input. 

X flut ton 

Select evidence to present 

A Button 

Confirm, 

Move forward through dialog. 

fl Button 

Cancel. 

Move back one Item. 

I Button 

Switch screens when the 

QQpanel appears. 

R Button 

Open or cycle through 
the Court Record. 

START 

Open the Save screen. 
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GAME FLOW 


■>, 


New Game 


GETTING INTO THE GAME 


This game contains four Independent episodes. Each 
episode is divided into chapters, with courtroom sessions 
and detective work. 


NEW GAME 
Start a new game 
or replay episodes 
you've played before 
starting from the 
beginning. (Only 
one episode is 
available when you 
start a new game.) 


E 1 


When you solve one case,.. ! 

You unlock a new ease to play. 

When you piny through episodes you 
already completed, you can fast-forward 
through the dialog by touching the ► panel 
or pressing the B Button. (You may not be able 
to fast-forward through certain sections.) 


COiVTlNOE 
Restart from your 
last save point or 
from the beginning 
of the chapter 
you last quit from. 






















Hie day before the trial, you must investigate the case to gather 
the evidence youII need to win the trial Once you gather enough 
evidence, you can move on to the next chapter in the episode. 


MAIN SCREEN 

On the Main Screen , touch the panel 
to enter the sub-screen for the command 
you want. From the sub-screen, select 
UK K to return to the Main Screen. 


EXAMIN E 

Lise the +Control Pad or touch the lower 
screen to move the cursor around and check 
various things on screen. When you move 
the cursor over an item that can be checked, 
the EKAMtNE panel appears. 




MOVE 


Touch a location to move to it. 

As the story unfolds, you will be able 
to move to more places. 



TALJf i 

Choose a topic to discuss. Listen to what a 
witness has to say. Topics you have already 
selected are marked with a checkmark. 

If there are no witnesses around to talk to. 
this option won't appear. 



PRESENT 

Present evidence and profiles you've 
collected to get information from a witness. 
If there are no witnesses around, this 
option won’t appear. 
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It’S my iFHmpcutant badg< 


List the Court Record to view the pieces of evidence you've collected 
Touch the PROFILES panel to view dam on persons related to the ea 
Select BACK to close the Court Record 


ENCE 11ST 


££ DETAILS 


Touch the piece of evidence from the EVIDENCE 
LiST to view DETAILS on the item 



When you see the panel, touch it (or press 

the L Hut inn) to toggle back and forth between screens, 


































'Unlock 


MAGATAMA 


Present the "Magatama" to the witness 
to start unlocking the Psyche-Locks. 
Evidence and profile data will be your 
weapons in this battle. 

J Present correct pieces of evidence and/or 
profiles to break the Locks, 

j Break all the E.ocks and new information 
is yours. 


Witnesses hold secrets within their hearts 
But through the power of the "Magatama’" 
that you will obtain, you can 'see’' those 
secrets. These are known as Psyche-Locks 
In order to resolve your case, you must 
break these Locks. 


LOCK SYMBOl 


CAVEAT I 

k Remember how many Locks appear - 
you how deeply buried this secret Is 


If you hit upon a topic a witness really 
doesn’t want to discuss, one or more 
Psyche-Locks will appear. A lock symbol 
will appear on a topic that is under 
Psyche-Lock. 


CAVEAT 2 

► Be careful when unlocking secrets. Mis-steps 
will work against you. 


'*rtBec 


CAVEAT 3 

► Know when to hack off. If you don't have the 
necessary proof, you’ll need the courage to stop. 
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OK FOR INCONSISTEN 


QUESTIONING 


If you discover an 
inconsistency in a 
witness's testimony, 
touch the PRESENT 
panel to open the Court 
Record and then select 
a piece of evidence 
or profile to press 
the witness with. 


Touch the PRESS panel 
to question a part of 
the witness's testimony. 
Sometimes the testimony 
may even change if you 
intimidate the person, so 
keep at it until you get 
to the bottom of things. 


Touch this panel 
to advance or move 
back through 
testimony. 


OURTROOM 


In the courtroom, your job is to prove the defendant 
innocent and win the case. You'll have to present 
evidence to the prosecutor and judge, question 
witnesses, and reveal the lies and inconsistencies. 


You will find that many witnesses lie during their 
testimony. Questioning is your chance to press them 
and call them on their lies. You can use two 
commands to get closer to the truth. 


When you see an inconsistency between 
the testimony and the Court Record, that 

s your 


chance to strike back, Present your . 

- r - 



evidence to the witness and expose 
that person s lief 


□ 


































You, can use your own voice to yell into the microphone 
while pressing the witness. 


Present 


Button 


Time of death: S/E at (£39 PM 
Cause: Broken neck* Body 
was aiso covered in bruises. 


When you see the microphone icon 
on screen, you are free to yell into 
The mk- Hold the V' Hut Inn to J 

turn on microphone recognition 1 
and yell “ Objection!* 


OS1NG 


L IF 
















The trial system in this game applies only to PHOENIX WRIGHT" 1 : ACE ATTORNEY' 
JUSTICE FOR ALL. and does not reflect events In real-world courts. 


Press START to display Ihc Save screen 
and save your progress. The next time 
you start the game you can continue 
from this point. 

J You can save your progress and quit 
the game at any time. 



S*v* fair* »r*J 
i 



££££ 

If you prove your client’s innocence in court, 
you'll complete that episode. Completing 
an episode unlocks a new episode 
on the Main Menu. 

J Hold down the ft and R Huttons 
at the same time when 
starting up the game to reset 
all save data. Be careful: 

Save data will he erased 
and cannot he restored. 
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JUDGE 


TRIAL 



JUDGE 


DEFENSE ATTORNEY 

Controls courtroom and makes 
final judgment based on cases 
presented by both defense 
attorney and prosecutor. 


Argues against evidence 
and testimony presented 
by the prosecution, to prove 
the defendant s innocence. 




PROSECUTOR 


DEFENDANT 

Submits evidence and calls 
witnesses to testify in order 
to prove the defendant's guilt. 


Person on trial, ludge rules 
whether the defendant is guilty 
or not guilty. 












HINTS 


DETECTION TACTICS 


Ej Try exploring different areas. 

Ei Examine different objects. 

c Listen to what people tell you and try out 
_J different responses. 

E Press witnesses with different pieces 
* J of evidence and profiles. 


COURTROOM STRATEGIES 


Ej Try intimidating the witness into breaking down 

Refer to the Court Record as you question 
— 1 the witnesses. 

Ej Try responses even if you think they won’t work 


Ej Ask a friend if you get stuck. 














BACKSTAGE AT THE TURNABOUT 


thanks a lak 
Detective 
Surat**; 
tspeciialLy 


time before a trial 
starts, pal, 1 do 
the ofle thing I can 
to help out, 


Stop tfsist 
How utterly 



K embarroisi^ j 





























EVERYONE 

rj 


| ESRB CONTEN 

T RATING mniaril 


NINTENDD|^^ 


fiWFSCOM 


OCAPCOM CO, LTD. HOI ALL WOKTS RESERVED MEGA MAM. CAPCOM and Dm capcom 
LOGO art rogMtorad tradanwU of CAPCOM CO, LTD. ». • and MMando DS art tradamaita oI 
MMando C2004 MMando Tha rattoga Icon la a rogfctorod tradwart of 0«a ErtartaMnonl 






NOTES 

















CAE DOTS 

Marttiirq ChcriM Beiif-ekf. Jodi Symon, 

l&iH Scramo, Frank Filice, 

Robert Johnson Rlber* PedfMO. 

Rev Jimenei. Robert Homlter. 

Ayuhti Ttmotoe. Tony Leung 
Sewke* Michr Manta Corey T™, 

Jacqueline Trypng Chnstrne Watson 
Manual TraruFotren Jqnet Hsu. Jeon Pierre Ke'loms 

engliih Nature Chech Brandon Gay. €ik Bailey, 

David CfifiHp 

Pub-lii fielotiOm flme Cuaf-Pedraso, Alicia Hun 

Ccmcnveiiv Philip fe>-giod Os»WQphtr Tov 

Customer Service Kevin Sugtmoto, Long Nguyen 

Manual Layout St editing HonshOui Wt & Image 

90 DAY (JAWED WARRANTY 

CAPGOM ENTERTAINMENT, INC. {“OFPCOMT) warrants to 
the of igrnol consumer that this Game Card From CflPCQM 
shall to free horn defects in mates lol ood workmanship 
'or a period of 90 deys fcom dole of pvfdKis*. if a defeat 
covered by this warranty occurs during this 90-day 
Norton try period. CRPCQM will repfece Che Gome Cord 
*see 0# charge. To receive this warranty service 
' Notify the CAPCGM Consumer Service Department 
of the problem requiring warranty service by calling 
.,403) 7744W00. Ou* Consumer Service Deportment ts 
m Operation from 3:30 O.m, to S:00 p.m, Pacific Time. 
Monday through Friday. 

2. If the CflE^OM service technician is unable to salve 
the problem by pfesa*- hefshe will Instruct you to return 
the entire Gome Cord to CAPEQM height prepaid QC 
vour own risk of damage at deli very. Lite recommend 
sending your Game Card cert!Fied moll. Pt*«e include 
your sales slip or similar proof-oF-pUfChas* within 
the 90-day uionenty period to: 

CAPCOM 

Consumer Service Deportment 
475 Oohmeod PdrUwOy 
Sunnyvale. CA 94DS5 


This warranty shall not apply If the Game Card has been 
ctamoged by negligence accident, unreasonable use. 
modification, tampering or by Other causes unrelated 
to defective materials or wodtmonshlp. 

REPAIRS AFTER EXPIRATION Of 111 Ft ft Ft FI NT V 

IF the Gome Cord develops a problem after the 90-day 
warranty period. you may contract the CflPCQM Consumer 
Service Deportment ot the phone number noted previously. 
Ff the CftPCGM service technician is unable to soke the 
problem by phone, he/she may instruct you to return the 
deFeccive Gome Card to CAPCQM iVesghs prepaid at your 
Own risk of damage or delivery, enclosing a chock Of 
money order For S2Q.00 (U S. fundi only) payable to 
CAPCOW, Hie recommend sending your Gome Cord certified 
moil CPIPCOM Will reploce the Gome Coro, subject to The 
conditions above If replacement Gome Cords ore not 
available. the defective product wilt be returned to you 
and the 520,00 payment refunded. 

WARRANTY LIMITATIONS 

AfW APPUCA&LE IMPLIED WAFtfWWTtES. INCLUDING 
UJRRRRNTlES O MERGWMTRfilUTV RNO HTN€S5 fOA A 
PAftTICUtAA PURPOSE, m HEREBY LIMITED TO NINETY 190) 
DWS FROM TH€ DATE OF PURCHASE AND ARE SUBJECT TO 
THE CONDITIONS 5CT FOFTTH HEREIN. IN NO EVENT 5HRU 
CAPCOM 0E LIABLE FOR CONSEQUENTIAL OR WOD€WIW. 
DAMAGES RESULTING FROM THE SHERCH OF ANY EXPRESS 
Oft IMPLIED WfiflfifiWneS 

The provisions of this warranty are valid in the United 
States and Canada only, Same state* and provinces do not 
aHour limitations an hour long an implied warranty loses 
or exclusions of canseguentiol or incidental damages so 
the above limitations and exclusions may not c*jpty to you. 
This warranty gives you speoFic legal rights, and you may 
have other rights, uhldi vary from slate to state or 
province to province. 

ESAfi RATING 

This product has been rated by the Entertainment Software 
Rating Board For information about the ESRB rating, or to 
comment about the appropriateness of the rating, pEdcse 
contact the ESflB at wwui.esrb.Oig, 


CAPCOM ENTERTAINMENT. INC., 475 0akmeod Parkway. Sunnyvale, CA940S5. CCAPCOMCO.. LTD. £009 2006 ALL 
RIGHTS RESERVED CflPCQM and the CARtOM LOGO are registered trademarks oF CAPCQM CO.. LTD PHOENDC LDfllGHT 
and ACE ATTORNEY are trademarks of CPiPEOM CO-. LTD The ratings icon is a registered trademark of the Entertainment 
Software Association. All other trademark! ore Owned by their respective owner*. 





